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COURSE SYLLABUS
INFO 362 – PROGRAMMING FOR MODERN BUSINESS APPLICATIONS
MEETING PLACE: Hailstones Hall 15 (formerly CBA)
Dr. Debbie Tesch
INSTRUCTOR:
OFFICE:
staff.xu.edu/~tesch
E-MAIL:
TELEPHONE:
myxu.xu.edu
COURSE WEB
FAX:
blackboard1.xu.edu (grades only)
SITE:
MW 1:00-2:00pm; W 10:00-12:00
OFFICE HOURS:
TTR 1:00-2:00pm: T 4:00-5:00pm
Or by appointment
TEXT

Spring 2005
Hailstones 213
745-3377
745-3455

Java Programming Second Edition, Joyce Farrell, Course Technology, Inc., 2003
ISBN 0-619-01659-0

COURSE DESCRIPTION

Introduce students who have a basic understanding of computer concepts to
programming languages currently being used by the business community.
Contact the department for information on specific languages currently covered.
Prerequisite: INFO 250 or equivalent.

WILLIAMS COLLEGE OF BUSINESS MISSION: ”We educate students of business, enabling them to
improve organizations and society, consistent with the Jesuit tradition.”
INFO 362 allows IS majors the opportunity to apply the problem solving skills set from INFO 250 in the Java
programming environment as well as enhance their technical skills base for application development.
COURSE COMPETENCIES
1.
2.
3.
4.

Students who successfully complete this course will be able to:

Demonstrate understanding of how data, classes, objects, and methods interact in an object-oriented
environment.
Deploy fundamental programming control structures (sequence, selection, and iteration) using
decisions, loops, and array manipulation.
Create applets that run in a browser environment.
Describe and employ the power of inheritance.

MATERIALS REQUIRED
Student data files containing data to complete chapter steps and projects are provided electronically at
www.course.com and will be made available on the course web site at staff.xu.edu/~tesch.
Java 2 (SDK version 1.4.0) is available on the accompanying course CD for installation on your own computer
and at the Sun web site that is accessible from the course web site. From the Sun web site, you may choose to
download version 1.4.2_06 of the software.
LEARNING OBJECTIVES
CHAPTER 1 – Creating Your First Java Program
Students who successfully complete Chapter 1 will be able to:
1.
Identify factors that played a major role in forming the final form of the Java language (the Java
buzzwords)
2.
Start and modify a simple Java program to contain comments.
3.
Run a Java program.
CHAPTER 2 – Using Data Within a Program
Students who successfully complete Chapter 2 will be able to:
1.
Use constants and variables in Java code.
2.
Use Int, Boolean, and floating point data types to create arithmetic statements.
3.
Describe and employ numeric type conversions.
4.
Create and organize classes using class constructors and instance methods.
5.
Use the char data type.

CHAPTER 3 – Using Methods, Classes, and Objects
Students who successfully complete Chapter 3 will be able to:
1.
Create methods requiring no, one, or multiple arguments.
2.
Create methods that return values.
3.
Describe the class concept.
4.
Create and organize classes using class constructors and instance methods.
CHAPTER 4 – Advanced Object Concepts
Students who successfully complete Chapter 4 will be able to:
1.
Describe and identify blocks and variable scope.
2.
Overload methods and constructors.
3.
Use prewritten methods and classes.
4.
Deploy the this reference.
5.
Use imported, prewritten constants and methods.
6.
Describe and use the Gregorian calendar.
CHAPTER 5 – Input and Selection
Students who successfully complete Chapter 5 will be able to:
1.
Use keyboard input to accept program data.
2.
Use the JOptionPane class for GUI input and output.
3.
Deploy the decision structure using if, if…else, compound, and nested if statements.
4.
Use AND, OR, and NOT logical operators.
5.
Use the switch statement.
6.
Describe precedence.
CHAPTER 6 – Looping
Students who successfully complete Chapter 6 will be able to:
1.
Create code using the loop structure in its while, for, and do…while formats.
2.
Describe when and demonstrate how to use a do…while loop.
3.
Create a program using nested loops.
CHAPTER 7 – Characters, Strings, and the StringBuffer
Students who successfully complete Chapter 7 will be able to:
1.
Manipulate characters.
2.
Declare a String object, compare String values, and use String methods.
3.
Convert Strings to numbers.
4.
Describe and use the StringBuffer class.
CHAPTER 8 – Arrays
Students who successfully complete Chapter 8 will be able to:
1.
Declare, initialize, and access two- and multi-dimensional arrays.
2.
Use subscripts with an array.
3.
Declare an array of objects.
4.
Search an array.
5.
Sort primitive, object, and String array elements.
CHAPTER 9 – Applets
Students who successfully complete Chapter 9 will be able to:
1.
Write an HTML document to host an applet.
2.
Create simple applets using Label, JTextField and JButton components.
3.
Create Swing applets that include output.
4.
Describe the Swing applet life cycle.
5.
Design and implement an interactive Swing applet.

CHAPTER 10 – Graphics
Students who successfully complete Chapter 10 will be able to:
1.
Use paint(), repaint(), drawString(), setFont(), and setColor() methods to create Graphics objects.
2.
Draw shapes.
3.
Work in greater detail with fonts and font methods.
4.
Draw with Java 2D graphics.
5.
Add sound, images, and simple animation to Swing applets.
CHAPTER 11 – Introduction to Inheritance
Students who successfully complete Chapter 11 will be able to:
1.
Describe the concepts of inheritance.
2.
Create and use superclasses.
3.
Describe information hiding.
4.
Use methods that cannot be overridden.
CHAPTER 12 – Advanced Inheritance Concepts
Students who successfully complete Chapter 12 will be able to:
1.
Create and use abstract classes.
2.
Create arrays of subclass objects.
3.
Use the Object class and its methods.
4.
Create and use interfaces and packages.
CHAPTER 13 – Understanding Swing Components
Students who successfully complete Chapter 13 will be able to:
1.
Use the JFrame class and its methods.
2.
Use Swing event listeners.
3.
Create JPanel, JCheckBox, ButtonGroup, JComboBox, JScrollPanes, and JToolBars classes.
CHAPTER 14 – Using Layout Managers and the Event Model
Students who successfully complete Chapter 14 will be able to:
1.
Describe layout managers.
2.
Use the BorderLayout, FlowLayout, or GridLayout to organize Components.
3.
Use events and event handling methods.
CHAPTER 15 – Exception Handling
Students who successfully complete Chapter 15 will be able to:
1.
Use the Exception class to try code and catch exceptions.
2.
Throw and catch multiple Exceptions.
3.
Use the finally block.

CLASS TIME APPROACH
It is assumed that the student has read all assigned materials prior to classroom discussion. Assigned
reading materials will be summarized in lectures using PowerPoint presentations and code demonstration.
The text uses primarily an active learning applications intensive orientation in which students are
required to execute text exercises as well as build assigned applications. There will rarely be lab time for
completing text exercises. When possible, class lab time will be made available for testing and debugging
assigned applications. Students should expect to spend at least 3 hours per week outside of class preparing lab
assignments.

CLASS POLICIES
1.
You are expected to attend each class meeting.
2.
Late assignments cause problems for the student and the instructor. Students working on old
assignments are not focusing on the new material being presented. As assignments are graded at one
time, late assignments may not be scored consistently. Therefore, assignments are to be submitted on
the due date and due time. Late assignments WILL NOT be accepted for credit, unless PRIOR
arrangements have been made with the instructor. Assignments turned in on time, but incomplete,
should demonstrate an effort on the part of the student to accomplish the task and will receive no worse
than a grade of 50. Failure to turn in an assignment results in a zero (0).
3.
There will be more assignments available than required for course credit. You will be allowed to
eliminate up to 5 of a possible 30 available assignments. Should there be fewer than 30 assignments,
the number eliminated will be scaled as follows: 28-29, 4 assignments; 25-27, 3 assignments. This
allowance is made due to the volume of material in the course. You will be responsible for the material
on the midterm and final regardless of skipped assignments.
4.
Students are expected to keep track of their own exam scores and class standing. You may want to
use the computer for this application. The instructor will not provide this information prior to final exams.
EVALUATION
Grades will be based on the following system:
Midterm and Final
75%
Labs
20%
Attendance/Class participation
5%

90 to 100
80 to 89
70 to 70
60 to 69

A
B
C
D

PRELIMINARY COURSE OUTLINE
(This is a guide only and may be changed based upon the needs of the class. The outline on the web site will reflect any
changes to this guide and is the primary source for course information.)
Class
Class Time
Readings
Assignment
Due
Meeting
Date
1/11/05 Creating Your First Java Program
pp. 1-21
p. 25 - #4, #6
1/18
Course Introduction, Syllabus
p. 26
CH 1 FIXDEBUG – Class Exercise
1/18/05 Using Data Within a Program
pp. 29-47
p. 52 - #7, #13
1/25
CH 2 FIXDEBUG – Work in Pairs
1/25/05

Using Methods, Classes, and Objects

pp. 55-91

p. 91 - #2
p. 93 - #9

CH 3 FIXDEBUG – Work in Pairs
2/1/05

Advanced Object Concepts

pp. 97-129

p. 132-133 - #1
p. 135 - #8

2/8/05

CH 4 FIXDEBUG – Work in Pairs
Input and Selection
CH 5 FIXDEBUG – Work in Pairs

pp. 139-175

p. 178 - #1

pp. 183-199

p. 182 - Case Project
p. 203 - #2

2/15/05

Looping
CH 6 FIXDEBUG – Work in Pairs

p. 205 – Case Project

2/22/05

MIDTERM EXAM
Characters, Strings, and the String Buffer

pp. 207-224

3/15/05

Midterm Evaluations Due 3/7
Characters, Strings, and the String Buffer
CH 7 FIXDEBUG – Work in Pairs
Arrays

pp. 231-270

3/22/05
3/29/05

EASTER HOLIDAY
Applets

pp. 279-317

Graphics

pp. 325-378

4/12/05

Introduction to Inheritance

pp. 385-415

4/19/05

Advanced Inheritance Concepts

pp. 423-455

4/26/05

Understanding Swing Components

pp. 463-497

3/8/05

4/5/05

5/3/03

FINAL EXAM 5:30 – 7:20

p. 228 - #2
p. 230 - Case Project

2/1
2/1
1/25

